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Introduction
The Nintendo Wii has become a cultural phenom-
enon due to its unique user interface and multiplayer
support. However, with the increasing popularity of
the Wii has come an increasing number of reported
injuries related to gameplay. Seven unique cases ofWii
related injuries have already been reported in the
medical literature.1–7 However, judging from our own
experience in the emergency room and outpatient
clinics, Wii related injuries are much more common
than reported.
Very little exists in the medical literature regarding
the type and distribution of Wii related injuries. How-
ever, a mechanism for the voluntary self-reporting of
injuries exists in the gaming community in the form of
a database website.8 The website only accepts reports
which are shown to be factual by video or photo-
graphic documentation of the injury.
Methods
We reviewed all documented Wii injuries reported to
the independently run website ‘WiiHaveAProblem.
com’ over a two year period from November 2006 to
November 2008.Wii injuries were categorised by type
of injury and title of game being played at the time of
injury. Only reports of injury directly related to Wii
gameplay were used for purposes of this study.
Results
From November 2006 to November 2008, 39 Wii-
related injuries were reported. All injuries were accom-
panied by video or photographic evidence documenting
the type of injury. Of these reports, there were nine
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separate types of injury identiﬁed (Table 1); periorbital
haematomas, hand or ﬁnger lacerations, other bruises
or haematomas, dislocations, fractures, epistaxis, avulsed
teeth, patellar dislocations (‘Wii Knee’), and acute
tendonitis (‘Wiitis’). Of these 39 cases, hand lacer-
ation/bruising was by far the most common injury,
accounting for 44% of all reported cases.
Further investigation of the injuries revealed an
increased likelihood of a Wii related injury if playing
Wii Sports, particularly the Tennis component of the
software (Table 2); almost half (46%) of the reported
number of injuries were associated with this game.
The Wii Sports games Bowling and Baseball were
also associated with signiﬁcant proportions of the
injuries (21% and 13%, respectively). Software titles
other thanWii Sports associated with injury included:
Super Monkey Ball, Rayman Raving Rabbids, Home
Run Derby and The Legend of Zelda: Twilight Princess.
Discussion
The Wii was launched in the autumn of 2006 by the
Nintendo Corporation. Immensely popular since its
release,worldwide sales are expected to tally 50million
units by March 2009.9 The Wii diﬀers from other
gaming consoles due to its unique user interface. The
console receives input from a 200 g hand controller
which contains gyroscopes and solid state acceler-
ometers.2 In combination with infrared detectors,
this allows its position in three-dimensional space to
be detected. In addition to simply pushing buttons or
moving levers, this singular design allows players to
control the game using physical gestures. It is these
gross physical movements unique to the Wii which
have given rise to many of the reported injuries. Thus,
it is not surprising that, given the nature of the Wii
interface and the often dramatic movements per-
formedduring gameplay, hand lacerations and bruises
were the most commonly reported injuries.
Our analysis found that Wii Sports is associated
with the highest number of reported injuries. One
possible explanation for this ﬁnding is that the game is
included with the console; Wii Sports is often the ﬁrst
game played by new players. Their relative inexperi-
ence with the Wii’s unique user interface and the
physical motions necessary to manipulate the gaming
environment may lead to the higher rate of injury
associated with this title. A second explanation could
simply be that more players own this game, since it
comes with the console. A third could be that the
sports games require more active motion than other
games, which could result in more injuries.
Only seven unique cases of Wii related injury have
been reported in the medical literature to date.1–7 The
ﬁrst published case of Wii related trauma was a
paediatric forehead laceration described by Wells.6
Other reports of injury associated with the Wii in-
cluded patellar dislocation (‘Wii Knee’),3,4 traumatic
Table 1 Number and type of Wii related
injuries
Number
of injuries
Type of Wii related injury
1 Epistaxis
5 Periorbital haematoma
1 Clavicular fracture
2 Patellar dislocation (‘Wii knee’)
1 Lip laceration
3 Forehead bruise or laceration
1 Chin laceration
1 Tooth avulsion
1 Quadriceps sprain
2 Metacarpal fracture
17 Hand laceration and/or bruise
1 Wrist strap injury
2 Ankle sprain or fracture
1 Metatarsal fracture
Table 2 Number of Wii related injuries by
type of game played
Number
of injuries
Type of game played
1 Wii Sports: Golf
1 Home Run Derby
1 Rayman Raving Rabbids
1 The Legend of Zelda: Twilight
Princess
2 Super Monkey Ball
2 Wii Sports: Boxing
5 Wii Sports: Baseball
8 Wii Sports: Bowling
18 Wii Sports: Tennis
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haemothorax5 and acute tendonitis of the infra-
spinatus muscle (described by Bonis as ‘Wiiitis’).10
Prior to this study, few of the previously published
reports documenting Wii related injury have described
the type of game played at the time of injury.
Injury associated with video gameplay is not unique
to the Wii, nor is it a new phenomenon. Video game
related overuse syndrome was ﬁrst described in 1990
by Brasington who coined the term ‘Nintendinitis’.10
Speciﬁcally, this term refers to acute tendinitis of the
extensor pollicis longus after prolonged gameplay.2,11
Earlier generations of video gaming consoles have also
been associated with inducible epilepsy,12 musculo-
skeletal pain syndromes13 and ‘Playstation thumb’.14
Conclusion
Video-game related injury, speciﬁcally Wii related
trauma, is not necessarily a rare event.
Based on the results of our analysis, we surmise that
injury is more likely to occur in players who are
unfamiliar with or underestimate the Wii’s unique
user interface. The most commonly occurring Wii
related injury is trauma to the hand. Additionally,
players aremore likely to be injured playingWii Sports
Tennis than during other games. As interactive sys-
tems such as theWii increase in popularity, health care
providers must be increasingly prepared to recognise
and treat game-related injuries. Knowledge of the
types and frequencies of injuries may help in this
regard.
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